Black Flash 


Supernatural Gift 


When a creature scores a 20 on a melee 
attack roll, it can roll a d100. With a result 
equal or greater than 871 it activated Black 
Flash, maximizing its critical damage dice, 
in addition it advances one grade of 
momentum, described in the momentum 
table. Also, while in momentum, it 
activates Black Flash without needing to 
roll a d100. 


Momentum lasts until the end of the 
current combat or more at the DM's 
judgment. Once it is over, a creature can’t 
Black Flash, regaining the ability to do so 
upon completing a short or long rest, or 
using its inspiration to do so. 


Grade Benefits 
1st grade Gain Potential Up condition 
Regain one use of a feature 


2nd that only recovers with a 
grade short rest 


3rd grade Adds proficiency bonus to 
melee damage roll 


Black Flash and melee 


Ath grade _— Critical hit range become 
19~20 
Regain one use of a feature 
5th grade that only recovers with a 
long rest 
Potential Up 


While in this condition the creature 
experiences a feeling of omnipotence, as 
if everything revolves around them, 
allowing it to operate at 120% of their 
maximum potential. The creature gains a 
+2 bonus to all attack rolls, ability checks 
and saving throws it makes. 


Tapping into the Core (Optional Rule) 

It is said that the difference between a 
creature that has experienced a_ black 
flash and one that has not is as great as 
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heaven and earth. Upon landing a Black 
Flash attack, a creature gains a unique 
but temporary understanding and 
perception about his own powers. 


At the DM's discretion, a creature that 
lands a_ black flash receives’ an 
enhancement that can vary on the class 
feature, feat or magical effect it used as 
part of the black flash, or on some other 
feature that is part of the same set, for 
example: A paladin who lands a black 
flash with divine smite could either 
improve this class feature or gain 
understanding with another paladin class 
feature, such as his divine sense. 


How many black flashes are needed to 
gain this understanding or whether it lasts 
while in momentum or indefinitely is upon 
the DM, as is the use of this optional rule. 


e Arcane Flux 
Type: Class feature. 
Feature Enhanced: Arcane Recovery. 


You can use your Arcane Recovery 
feature as a action. 


¢ Don't Stop the Music 
Type: Class feature. 
Feature Enhanced: Bardic Inspiration. 


When a creature you can see roll your 
Inspiration die to add the number rolled to 
one ability check, attack roll, or saving 
throw, you can use your reaction to make 
it reroll the die. 


¢ Efficient Killing 
Type: Class feature. 
Feature Enhanced: Sneak Attack. 


When you cause damage with the sneak 
attack feature, you can treat any 1's and 
2’s on the damage dice as 3's. 


¢ Gathering Power 
Type: Class feature. 
Feature Enhanced: Second Wind. 


When you use your second wind feature 
in addition to normal effects you gain 
advantage on your next weapon attack roll 
until the end of your next turn. 


¢ Godly Guidance 
Type: Class feature. 
Feature Enhanced: Channel Divinity 


After you channel divinity your god 
bestows supernatural guidance upon you. 
Until the end of your next turn, you add 
your Wisdom modifier as a bonus to the 
first attack roll, saving throw or ability 
check you make. 


¢ Master of Tools 
Type: Class feature. 
Feature Enhanced: Too! Expertise 


When you make an ability check with a 
tool you have proficiency, you can treat 
any 9 or lower roll as 10. 


e Metamagic Fusion 
Type: Class feature. 
Feature Enhanced: Metamagic. 


When you cast a spell, you can use two 
Metamagic options even if not noted. 


¢ Otherworldly Siphon 
Type: Class feature. 
Feature Enhanced: Pact Magic. 


When you cast a warlock spell with your 
Pact Magic feature, the power imbues you 
with temporary hit points equal to your 
Charisma Modifier that lasts for 1 minute. 


¢ Potent Divine Smite 
Type: Class feature. 
Feature Enhanced: Divine Smite. 
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When you cause damage with the divine 
smite feature, you can reroll any 1's on the 
damage dice and must keep the new roll. 


¢ Sixth Sense 
Type: Class feature. 
Feature Enhanced: Danger Sense. 


You can benefit from Danger Sense's 
feature even against effects you can't see 
and even if you are blinded, deafened, or 
incapacitated. 


¢ Trail Hunting 
Type: Class feature. 
Feature Enhanced: Favored Enemy/Foe. 


You can cast Hunter's Mark spell at the 1st 
level without spending a spell slot on your 
favored enemy/foe. 


e Way of the Mastery 
Type: Class feature. 
Feature Enhanced: Martial Arts. 


Your body becomes an even more lethal 
weapon. Your unarmed strike increases by 
one step: d4 > d6 > d8 > d10 > d12 > 2d6. 


¢ Wild Fighter 
Type: Class feature. 
Feature Enhanced: Wild Shape. 


Your attunement to wildness increases, 
allowing you to use your proficiency bonus 
to calculate the attack rolls of the beasts 
you wild shape. 


¢ Agile 
Type: Feat. 
Feat Enhanced: Mobile. 


When you hit a melee attack against a 
creature, you don't provoke opportunity 
attacks from every creature up to 5 feet 
from you for the rest of the turn. 


¢ Bull Charge 
Type: Feat. 
Feat Enhanced: Charger. 


When you use Charger's feat you can gain 
benefit from both options of charge (Obs: 
One Dnd Charger it's a good change. It's 
worth your time). 


¢ Combatant Mastery 

Type: Feat. 

Feat Enhanced: Crusher | Piercer 
Slasher . 


Once per turn, when you use Crusher, 
Piercer or Slahser feat you can roll 1d6 
additional damage die when determining 
the damage the target takes. 
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